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Welcome. 


Emails from unexpected senders and 
what the written word is worth. 


got an unexpected email this week. Most times 
welll pass developers like ships in the night, chat at 
‘events, become contacts by way of the swopped 
business card and request via one of the multitude 
of professionally social (or should that be socially 
professional?) online services, Any emails are 
seldom, and rarely is it that a developer would 
contact you directly about something you wrote. 

You can see where this is going. Maybe, 

For any journalist, there Is an ongoing pressure to 
minimise text, “The audience wants short, snappy.” 
Granted, we need to be direct and to the point, but 
there's a worry - and I'm not alone in this - that 
long-form text is no longer relevant. That we'd be 
better using bullet points, and that video is king. 
The written word is prehistoric. We wonder whether 
anything we write is actually read, considered. 

So, a developer emails. Says they've read a text 
~ a review - I've done. They appreciate the points, 
and are trying to fix the issues via updates. Not 
only is it briefly gratifying to know that my words 
were making a difference, but that it was a game 
creator who'd read them, looking to improve their 
game, to make it better for players. So the words 
do matter, even if it's in ways you didn't expect. 
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MIKE HOLMES 


This month has allowed Mike to 
indulge in his favourite hobby, that 
being his quest for complete and 
total world domination, Playing 
through Total War: Rome Il ancl 
Europa Universalis IV for review 
has brought him closer to his goal 
than ever before, 


GAMESOOM WINNER: DS7IN 


a 


MARTINEISER 

There's been a war of words with 
Gamereactor Germany's Editor as 
different opinions on the remake 
of The Wind Waker bounce back 
and forth on the Editorial Skype 
thread, What resulted was a really 
in-depth discussion on the series, 
which may just see print soon, 


GAMESCOM WINNER: C}\ 
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‘Gamereactorco.ukis part of the Gamareactor video 
‘games new network, the biggest in Northem Europe and, 
attracting a global audience. You'l find the latest news 
‘and reviews, as wall as previews, features and interviews 
from around the industry. I's also the home of GRTV, cur 
professional HD-qualty Video section dering tralers, 
‘gameplay and video interviews. Gamereactor's on iPad, 
‘mobile and Smart TV, but sadly not on Mars, Yet. 
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BENGT LEMNE 
‘Our Swedish correspondent has 
been in front of the GRTV camera 
for a number of years now, but he 
got to try something new as we 
debuted our livestream show from 
the show floor of Gamescom. His 
XP level snow 150%. His voice 
strength however, is -75%, 


GAMESOOM WINNER: \/URASAK BABY 


RASMUS LUND-HANSEN 
‘The Great Dane barely lft his flat 
this month as he tore through the 
stack of games waiting for review. 
He took particular pleasure in the 
ablity to retread through Diablo Ii 
again - this time on console. He 
has high hopes to do the hat trick 
if a next-gen version arrives. 


GAMESCOM WINNER: 00K) 


ARTTURAJALA 
Gamereactor Finland's Eclitor did 
the double this issue, as he went 
hands-on with Ubisoft's Watch 
Dogs at Gamescom, then headed 
to play Killzone's multiplayer mode 
for our Shadowdall preview. He 
spent most of his time praising 
the PS4 controler 


‘GAMESOOM WINNER: 1/TAi\/ALL 


JON NEWCOMBE 


Gamereactor UK's freelancer had 
just wrapped up his review on the 
horrorfilled PC tte Aminesia for 
this issue when he was asked i he 
knew anything about Pokémon to 
cover Nintendo's newest event of 
the game. He promptly named all 
of thar. He got the job, 


(GAMESCOM WINNER: /STELAND 2 
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November 22 for Microsoft, with Sony’s machine following a week later on November 29 


» The wait is finally over, Just as we were going to press, Microsoft 
announced the launch date for Xbox One in the UK as November 22, 
putting Microsoft's console on retail shelves seven days before the 

PlayStation 4's anival. Sony announced at its Gamescom conference that 

its new console is coming to stores nationwide on November 29, 

PS4 wil retail at £349.99 for a S00GB machine that comes bundled with a 
HDMI cable, headset, and one Dual Shock 4 controller, Extra controllers 
have been billed with a RRP of £54.99. The Xbox One costs £429.99, In the 
box you'll get a 500GB HD, Kinect, cables and a wireless controller. 

Microsoft is offering pre-order Day One Edition bundles of the console 
that come with either Forza 5 or FIFA 14 for the same price (you'll need to 
check with your local retailers for availability) 

As for launch games, due to publishers bridging the generational divide 
with upgraded takes on current generation titles releasing in the same time 
frame, alongside first party exclusives, this November is going to prove an 
‘expensive month no matter which console you decide on. 

From Sony, you're looking at the first-person sci-fi shooter of Killzone: 
‘Shadow Fall, social racing experiences with Driveclub, and platforming 
entertainment with Knack. Xbox One will be offering action-adventure 
Ryse: Son of Rome, racing thrills with Forza Motorsport 5, Microsoft also 


have the support of Capcom, 
with Dead Rising 3 a Xbox One 
exclusive, and we can't help but 
mention Peggle 2 as another title 
you'll only see on the Xbox One 
‘come launch. Looking to the 
third-party support, the consoles 
have one of the richest launch 
‘window line-ups in the history of 
the industry. Two of the biggest 
FPS franchises debut on next- 
gen as Battlefield 4 and Call of Duty: Ghosts duke it out for 
early adoptors’ wallets, EA's got Need for Speed: Rivals, as 
well as its sports portfolio of FIFA 14, Madden 25 and NBA 
Live. Ubisoft's Assassin's Creed IV: Black Flag sats sail on 
next-gen along with futuristic thriller Watch Dogs, (you can 
read about our hands-on verdict this issue). For the younger 
gamer, Skylanders Swap Force and Lego Marvel Super 
Heroes will both be appearing before year’s out. And there's 
more coming - check www.gamereactor.co.uk for updates. 


Nintendo reveal 
new 2DS edition 


3DS creator ditches a 
dimension for budget release. 


It was a bit of a surprise, to say the least. With little 
SD tantare oF build up, Nintendo announced a new take 
on their 3DS handheld. The 2DS has a reduced price, 
different hardware design and no 3D. 

It's not the first time Nintendo's introduced a off-shoot to 
its portable console line. The company’s history is littered 
with Game Boy redesigns and DS resizes. The reason for 
the introduction of the 2DS can be traced to the franchise 


MIGHTY NO.9 IS GO 

While the crowd-funded 

‘Around up ot the othor campaigns of Kickstrter 
ee are usualy horn to start- 

up developers looking for 

financial support for frst procs, that nas 


not stopped well-known names try and get 
support for dream projcts. Mega Man 

creator Kal Inaune is using Kickstarter to 
fund anew sie-scroing action tte caled 
Mighty No.9, due for Steam in 2 


5. 


that debuts on the SDS the same day 2DS launches come 
October 12: Pokémon X & Y. Nintendo are aiming the 20S 
at younger gamers, with the console retailing at £109.99. 
The big headline is that the clam shell design has been 
dropped, so both screens are now exposed. Those are 
back to the size of the original 3DS, while the analog stick 
and face buttons are moved up to border either side of the 
top screen. With a cake slice-like design, the shoulder 
buttons have increased in thickness and feel more robust, 
while the bottom comers of the unit now rest comfortably 
in the palms of your hands. Thumbs can still easily stretch 
down to the touch screen, invalidating the need for ever- 
present stylus housed in the machine's right side, The 2S 
has a plastic feel to it akin to the 3DS XL. It's a surprisingly 
comfortable device to hold, but may be for collectors only. 


‘The 20S design is... interesting. (Above) 


MICROSOFT & NOKIA GRAN TURISMO FILM 
[Microsoft and Nokia w Sony took time out during 
already co-operating wth thelr pre-Gamescom event 
‘Lumia and Windows to announ work has 
Phone, but Microsoft felt : ted on a Gran Turismo 

thay needed to bring It In-house, picking up film. Whate 


Nokia's phone business for a reported 
4,63 ballon). Ape 
(2,000 empl 
so be gating a bunch of p 
licenses for Nokia technology 


feature the GT 
iyphony 
ined: 
action fim. That's 
the life of arising race 


fed to make 


Digital Kazunori Yamauchi has 


vhat | hal in mind. it 


DIABLO AND 
XCOM EXPAND 


NEW CONTENT FOR 
TWO TITLES COMING 


Both Xcom: Enemy Unknown and 
Diablo II! are to get significant new 
content in the form of expansions 
for both games. 


‘While the game has released on 
PS3 and Xbox 360 just this month, 
PC owners of Diablo II! will get a 
fifth Act for their version of the title 
next year. Expansion pack Reaper 
of Souls introduces a new class - 
Crusader - to the RPG, as creator 
Blizzard are ushering in numerous 
changes to the loot and paragon 
systems. There's no mention yet 
‘whether the console versions will 
also be getting the expansion pack. 

However, Xcom: Enemy Within is 
coming to all formats, with console 
versions getting a retail version of 
the expansion, which includes new 
abilities, upgrades and weapons as 
‘well as new maps and additional 
multiplayer content. The reason? It 
is too big for DLC. Whether you 
download on PC or Mac, or buy it 
at retail, you don't have long to 
wait - it's out November 15. 


FABLE LEGENDS 


Lionhead’s latest excursion 
to Albion vil be pow 
by Unreal Engine 4 and has 
four-player co-op on offer, 
the option to play the vlan and 
stead command minions 
No nows on a release dat 
bea beta during the 
you walt, there'll be a HD 
original on Xbox 3 


et, but there will 
of 2014. While 
tthe 


Some of the best independents are hitting 
PS4. We take a look at just a few of them. 


Sony showed their commitment to independent game developers at Gamescom. The PS4 
creator announced seven new properties, all developed by smaller extemal studios, while adding 
a bunch of self-published indie titles to their next-gen console catalogue. It's a massive change, 
as five years ago most indies flocked to Microsoft, but improved developer support, the ability to 
self-publish, and the hardware of PS4 has Sony miles ahead of its competition. 

Sony's transformation is not something that has happened overnight, but the scale of this is 
nevertheless eye-catching, I's also interesting how developers who formerly sided with Microsoft 
Jonathan Blow (Xbox 360: Braid, PS4; The Witness), Metanet (Xbox 960: N+, PS4: N+), 
Edmund MoMlllen (Xbox 360: Super Meat Boy, PS4: The Binding of Isaac: Rebirth), Tequila 
Works (Xbox 360: Deadlight PS4: Rime) are now partnering up with Sony. 

Developers commend Sony for their openness, help and flexibility, We were told how plans for 
self-publishing on PS4 were laid out two years ago during E3, when Sony invited independent 
developers to tak about the console. Those efforts are certainly beginning to bear fruit. 


‘WASTELAND KINGS 
Dutch outfit Viambeer have risen to indie fame 
thanks to games lke Super Crate Box, 
Ridiculous Fishing and the upcoming 
LLuftrausers, Their next game Wasteland Ki 
is a top-down rogue-lke that features mutant 
who can grow limbs on the fly, This pixelated 
gem was born out of a game jam and the 


lopment is being livestreamned. 
RIME 
From the makers of Deadlight, Tequila Works 


comes Rime ~a game that looks as beautiful 
as anything we've seen, Beautiful at, stellar 
animations, and a scenario that mak 
think of Ico, Very litte is known about the 
project at this point, but this is one project 
nas it certainly 


us 


we're keeping ou 
piqued our interest 


VOLUME 


Mike Bithel is best known for his work on the 
Alone and his next 


memorable Thon 


game Volume is an PSI, 
Described as a stealth game about being 
ard, Volurne sticks with the digital the 


and aj 


eature plenty of in 
ability to 
helps its caus 


and unique ide 


share 


HELLDIVERS 
Friendly fre has become a hallmark of 
Arn Game Studios following their first 
couple of games ~ Magicka and The 
Showdown Effect. Next up is 


excls down 


draws in ship Tro 


a squad of four clearing objectives and 

killing monsters ata fr ace 
RESOGUN 

What would happen if you wrap Super 


Stardust around a cylinder? Resogun, that 
What, The kings of twin stick shooter 


Housemarque, announced their spiritual 
successor to Super Stardust at Gamescom 

and id expect the controls v ron 
perfec is dangerously 


high. One to look out for. 


STARBOUND 


Inspired by Teraria, Starbound isin 
development at Chucklefish and it offers a 
procedutally generated sandbox ful of quests 
a just had your home 
nd 


and adventures, Hav 
planet destroyed you wil visit planet 
terraform them as you progress thro 
story. The project has already raised over a 
milion dolar from fans from pre-o 


EVERYONE'S GONE 
TO THE RAPTURE 


‘The Chinese Room is perhaps Britain's 
brightest indie studio having created the 
captivating Dear Esther and, most recently, 
Amnesia: A Machine for Pigs. They're next 
project is with Sony and 
the Rapture is your atypic 
experience. 


HEROIC EDITION 


Enter the award winning 
Guild Wars? 2, now featuring 
the bonus Heroic Pack! 

+ Suit of Legacy Armour 


+ Mithril Box, 18 slot inventory expansion 
+ 10 x Experience Boosters 


> am: 


nmesortT ARENANET™ 


SUPER 
MARIO 


Artist 0RI010 discusses the 
: player journey in his work 
on Super Mario Bros. 3. 


Orioto has been making waves online. The 
32-year old Parisian artist, (real name Mikaél 
Aguirre) has become a cult name with his 
Unique take on video games. The freelance 
graphic designer is self-taught, and recently 
moved from single frame shots to producing 
elaborate, multi-part frescoes that retell the 
player journey in specific games. 

“I've decided to work on these frescoes 
because | wanted to illustrate the memory of 
a gamer, not by focusing on characters, but 
rather on the game itself. For Super Mario 
Bros. 3, it was great as the game is filed with 
great memories - from levels to features. | 
made every background a theatre stage, as 
it's meant to be, The whole thing took me 
roughly 50 hours, using only Photoshop and 
plain colour polygonal shapes.” 

You can see the full fresco, plus Orioto's 
other works, at www.orioto.deviantart.com. 


Rayman Legends senior designer Emile Morel 
on flying cars, getting beaten at his game and lobster. 


this 


How's it feel to get coined 
generation's Mario beater? 

It feels great. I'm not sure it's the actual 
truth [laughs] | love Mario games, but it's amazing to 
read all these reviews and seeing people say Rayman 
is better than Mario. You never know what to expect 
from reviews, and | wasn't sure people would really 
appreciate the game. But it seems that people really 
love it. It feels great just to have made a good game. 
Being compared to Mario, at that same level, it’s 
amazing for us. 


So with the game finished and duties done, are 
you taking it easy? 

| actually took four weeks of vacation - and that's 
never happened to me ever since | started working in 
the industry. It’s rare to be able to take such a long 


vacation, But this was perfect, as we finished the 
game during the summer, so | took this long break, 
went down the west of France - great place to relax. | 
like the idea that I'm far away from all the excitement. 
I'm just following the reviews on the internet, but | 
haven't been able to go to a store to see the game - 
I'll do that later, 


It's just nice to step back from all this, to think 
about it. It's funny, | think it was a Monday, when the 
‘embargo [for the review] was up, as all of a sudden 
my phone started to beep, all these messages with 
people congratulating me - it was a surprise, as | 
didn't know when the reviews were to be published. 


How are you guys celebrating? 
We're going to have a big wrap party in a couple 


of weeks, as we knew everyone would be on 
vacation these days, so we want to make sure that 
we could all celebrate together. 


How long have you been in the industry for? 
Eight, maybe nine years now. | started working 
in 2005. 


What got you into the line of work? 

It's an interesting story [laughs] I'l give you the 
short version... | started after I graduated from high 
school. | studied cinema in college. At one point 
during those studies | had to write a hundred 
pages on a subject | was interested in. | decided to 
write something about the relationship between 
movies and video games. When | was a teenager | 
used to play a lot, but | stopped playing when | 
was around 19 of 20, because | was more 
interested in movies. But at that time, there were 
very exciting games coming out - games like 
Silent Hill, games that really looked like movies. So 
| was really interested in that. As | was working on 
the subject | realised there were more interesting 
things to do in the video game industry, more 
creative things. 


So at that point | decided to study game 
design; the first schools were opening in France, 
so | went to one for two years. Right after | got a 
internship at Eden Games, That's how | started 
working in the industry. 


“There were more 
interesting, 
creative things to 
do in the games 
industry” 


We last caught up with you at E3, so you're 
no stranger to international travelling for the 
job. How have you found it? 

What | really enjoy on these trips is meeting 
people, Not just to talk about the game with folk 
like you, but | normally don't travel with the same 
people from the team - it's always someone 
different coming with me. So | get to know my 
colleagues during these long trips. It's a good way 
to build up a team around you with people you 
really know - you get to bond with the people you 
work with every day. It's really interesting for that. 


What's the worst thing you've eaten abroad? 

That's a funny question. | don't really remember 
the worst. There was one point at a Gamescom a 
few years ago when | tried some special tea that 
wasn't that good... But I can tell you the best I've 
had. We went to a place in Santa Monica to have 
lobster, and that was amazing. The lobster was just 
delightful, and we were right by the sea... brilliant. 
It was the first time | ate a full lobster. 


When was the last time something really bad 
happened with a game you were working on? 
When | was working at Eden Games. it was a long 
time ago when | demoed Alone in the Dark, It was a 
really early build of the game, and we were at X06 
[Microsoft's own Xbox event] in Barcelona. | knew if | 
looked in a certain direction {in the game] it'd crash, if | 
made a wrong collision while driving, the cars could 
start flying... and one of the demos went really, really 
bad. All the bad things | could do, happened, But the 
guy who | demoed to, at the end he turned to me and 
said “it was amazing, | loved it!" - this for the worst 
demo I've ever done! Not the reaction | was expecting. 


Ithappens, when you're demoing a game you've 
been working on. You always feel like you didn't do the 
perfect run. But then those watching don't know the 
game as well as you do, so they think you've done 
alright. 


Could you survive the eSports scene? 

We had an interesting experience on Rayman about 
that. You know the Kung Foot [the multiplayer football 
match in Rayman Legends] mini-game? At last E3, we 
were playing it against Ubisoft fans, and two guys, who 
had been playing it for two days, were really good. So 
we said we'd play them. We were pretty sure we'd win 
- because we'd been playing it for a year. 


The score was really tight the whole game; we were 
really scared we were going to lose. We managed to 


win the match during overtime, but it was really, really 
close. But that's what I love about games. Even if you 
develop them, know how they work, you can still find 
people who are better than you and who want to beat 
you. That's what happened with the Challenges as well, 
when we released Rayman Legends Challenge App on 
‘the Miiverse. One hour after the release, there were 
people getting better scores than we had ever done. 


What's your best gaming experience? 

The first time | played Guitar Hero. During vacation, 
a friend came by with that. | remember playing it and 
feeling that this was a new gaming experience; just 
playing in rhythm with the music. | loved the fact that 
everybody wanted to try it - even people that weren't 
gamers. That's why | was really happy when we came 
up with the musical levels in Rayman Legends. It's 
been a fantasy to put more music and more rhythm 
into games. 


Have you tried Oculus Rift? 

Ihaven't had the chance or time to try one, though | 
think we have one in the studio. | would love to try it as 
many people have talked about their experience at the 
studio. Most of them like it, and see it as a new way to 
create games. But a few told me they were sick with 
the experience. | just want try it to see if I'd be sick, 
see if I'd survive. 


Any figure you admire in the industry? 
There are so many. | think Miyamoto is definitely an 


example for all game designers because he did 
Mario and Zelda, which are two big references. So | 
think he's a good example for all the developers, 


And also Michel Ancel. With him it's slightly 
different, but that's because it's one of the reasons | 
went to Ubisoft, to have a chance to work with him. 
He's really interesting, and had some crazy ideas. | 
loved the first Rayman and Beyond Good & Evil. 


How big is your gaming collection? 
Kind of big. | haven't bought so many games 
this year, but the thing is | keep all my games. I've 
never sold any games. Even bad ones [laughs] | still 
have everything - even my first console, the original 
Game Boy. I'm on vacation with my nephews and 
I'm making them play these older games, to show 
them that games were really cool back then as well. 


So | have over a hundred games, but | should 
find a place to display all them, because some of 
them are in boxes, | don't know why I'm not selling 
them - probably because | feel like their experience 
are part of my life. | ike the idea of coming back to 
them if | want. 


What was your first gaming experience? 

The first was on the computer, an old 
Macintosh. | spent hours on it - Lode Runner. | 
played it again a few years ago and | think the 
mechanics are really smart, | have great memories 
of it - and one bad one. My brother played it for a 
long time and reached one of the last levels. He 
paused it and went out. | came in - | was very little ~ 
and started playing and lost all his lives. He was so 
pissed off, as there were no save points. 


PC or console? 

Definitely console. | never owned a PC just to 
play. Never bought a graphics card, or anything. | 
thought it was too complicated. | like the idea with 
consoles you just buy the game, put it in and you 
can play right from the start. And what was lacking 
‘on console - multiplayer - now exists, and it's going 
to be even better with the next generation. 


Best industry story? 

This didn't happen too long ago, and | like the 
story because it's really an image of how we work 
here at the studio. | was working at my computer a 
few months ago, the game wasn't quite finished, 
and all of a sudden | start to hear people singing in 
the courtyard. A hundred voices singing. | went to 
the window and the whole team were gathered in 
the courtyard, singing - recording - a song for 
Rayman Legends, one of the boss fight songs. It 
was just amazing to see all these people gathered 
to record this for the game. It shows just how we 
work, how we approach the creative process, make 
it interesting. | tell people that all the time, as it's 
‘one of my good memories. 


Dragon Age games are never meant 
ns producer 
of '3' inthe 


particular character 


DRAGON AGE: INQUISITION 


BioWare tackle the ultimate fantasy (open) world title. 


“This game is your game", BioWare Edmonton emphasise. It's sentiment not 
alien to the series, but twenty minutes later, as they bring their inaugural gameplay 
demo of the third game in the series to a dragon-roaring close, you appreciate the 
‘embellishment they're trying to sear into this massive, war-torn, open world. 
Inquisition, set after the events of the first two titles, sees you questing over far 
more expansive areas as the Inquisitor, gradually tightening your hold over the 
four corners of the world. You do so by combination of combat and by taking over 
the many keeps dotted throughout the map and converting them to your needs. 
The three-act demo we see takes in a trio of "mid-sized areas, bigger than the 
entirety of Dragon Age I's locations. The team tour summer glades, water-logged 
dungeons, moon-lit deserts, a dragon's valley of death. The distances are so vast 
that mounts will now be available to ride - unless you favour the fifteen minute 
slog to get from one end of an area to another. 
Everything's running on a PC, and the visual 
‘sweep is impressive, heavily detailed yet 
‘emphasising the vivid colours to paint its fantasy 
setting. As with Witcher, as with Skyrim, it's a 
unique look to a well-worn premise. Your player 


character moves realistically when walking along angled inclines, or wading 
through mud on a shore. There's little flat in the environment; hills and steep 
mountains ripple across the immediate landscape, Cresting a rise allows the team 
to pull off those extravagant sweeps to showcase the draw distance and multiple 
points of interest; enemy keeps, caves, deep valleys, The option's there to strike 
off where you want. What you do there is up to you, 

Because player choice is still king. Focus during the demo's opening is on a 
side-mission story beat that sees you decide to pull back your troops to a nearby 
stronghold, leaving wounded soldiers and the nearby village of Crestwood to fend 
for themselves. Your companions don't share your sentiments, and as a closing 
scene plays out as your company look over the resultant carnage - the charred 
remains of Crestwood residents - BioWare Edmonton intone that “actions (even 
in-action) speak louder than words", and there'll be consequences to everything. 

Given this is the company that gave us Mass Effect, you 


The “mid-sized” areas are owit's not an empty threat - or promise. 


But talk is light: the demo favours combat. The team 


bigger than the entirety Of cscaiae the action over the course of the demo. They 
Dragon Age II’s locations _ starwith one-on-one clashes, camera pulled in to the 


Inquisitor taking out foes in turn, Next engagement, they flip to another character of 
the foursome to detail teamwork-focused combat, camera pulled out slightly to take 
in everyone. They finish by showcasing the Tactical Mode, which is making a return 
from Dragon Age: Origins, the camera now flicking to overhead and being freely 
panned round the battlefield, 

The team pause the game as battle commences, sweeping the camera around the 
area to spot potential problems (shielded mages, enemy squads) and solutions 
(terrain cover, destructible structures such as a weakened bridge support pillar). 

They stack up their strategy, running a list of commands for each character, Pin- 
pointing moves, areas to launch ice spells at... then they let time flow once more. 
Moves run their course, and the lion's share of the fights are over fairly swiftly. They 
switch back to full control over the Inquisitor to mop up the leftover stragglers. 

‘Conquered Keeps can be customised to your advantage, decking them out as 
either military strongholds, forts dedicated to espionage, or build relations, The team 
don't touch on the wider implications of these choices. 


THE AGENTS 


During the last few stil 
used in the 
entation there's 
reference to Agents, a 

lem the devs won't be 


drawn on - yet 


We're teased with the presence of the winged colossi that'll make your life hell. 
‘Twice during the demo a dragon suddenly plunges into view, destroying structures 
before flinging off into the skies above, Each dragon will have a unique look and offer 
unique challenges. The idea is you'll need to run from these titanic beasts until you've 
levelled up enough to survive a clash. The team conclude the demo with a charge at 
the beast as it reappears for the third time - but cut before battle commences. 

When the game releases in fall next year, it'll be on both generations of console, as 
well as PC. While the company have offered console transfers for saves, we ask why 
BioWare didn't just cut the ties with this generation. "We have such a large fan base 
that we wouldn't want to cut those people out," producer Cameron Lee says, maybe 
all too aware of how vocal the fan base is. "They're not going to be seeing a different 
experience [between different generation versions}. You'll see a far greater amount of 
immersion and detail, richness, in Gen 4. But the story is not going to be different. t's 
too important for us everyone gets to take part in what we create." 

Gillen McAllister 
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How a MMORPG managed to convert the unbeliever. 


It takes Carbine Studios all of twenty minutes to sell the MMO genre to a non-fan. 
It's a feat damn-near miraculous, given this particular RPG space has a lexicon, as well 
as rules that'd confuse the casual observer with their depth and lingo. And MMOs are 
‘one of the biggest markets out there; there's multiple worlds and sagas dedicated to 
getting you (and your pals) to adopt a second life in a fresh spin on well-worn territory. 
It's hard to stand apart from the crowd, 

With Wildstar, we're entertained. We laugh. But above all, we're intrigued, as the team 
demo a series of gameplay innovations that re-interpret certain gameplay mechanics in 
certain way that sticks in our mind, Makes us interested. As a result, and despite this 
‘Gamescom being rammed full of next-gen promise, Wildstar is one of the titles we walk 
away from Cologne remembering most vivdly. Funnily enough we're presented the 
game in the same location - the same booth - that, twelve months prior, we were first 
introduced to it. t's the same now as it was then: sci-fi 
world, big on primary colours and humour, 

The creators are laughing stil, but they're serious about 
strengthening those foundations by outlining the series of 
refinements they're making to traditional combat elements 
of the MMORPG, Adjustments that are as much about 
accessibility as they are about making certain gameplay 
parts as fun and as visually accurate as they can be to 


to sell the MMO to 
a non-fan is damn 
near miraculous 


communicate information to the player. 

Brief synopsis first. Players will create their character as they awaken from cryo-sleep 
‘on board one of the massive ships that are just entering the solar system within which 
contains the world of Nexus, as two different factions ready to go to war in order to 
capture some long-lost alien technology. I's the scifi spin on the divides and great 
struggles that dominate the MMORPG, and likely won't fully come into play until the 
‘endgame, 

Now specifics, The team talk crowd control, using a set of chairs in the room to demo 
the problem, and their solution, How, rather than a player becoming stuck for long 
‘seconds at a time until a certain effect cast on them wears out, they participate in an 
active struggle to cancel that effect as early as possible, The new gameplay element is 
entitled Break Out. What it bolls down to is, in a sense, a series of mini-games - button 
taps or combinations, more akin to escaping a dizzy effect in a 
fighting game, It mightn't sound ike much, but they've layering on 
an extra gameplay experience that may be welcomed. Plus if 
you're going to wear out your keyboard hammering buttons, it may 
as well be for an in-game reason. They aren't QTEs either. For 
‘example, the team demo their character being disarmed - rather 
than a piece of text or icon pinpointing the status effect, their 
weapon is tossed onto the ground nearby. Grabbing it back now 


becomes gameplay rather than watching a timer run down. The idea is that you can shorten the 
effect if you're fast enough. “We want to turn that frustration into a positive outlet”, is the simple 
explanation given by the team. 

Next is combat. Firstly, the team are pacing things with the idea that there'll be something that 
is interesting to partake in every fifteen to twenty minutes - escalation situations like boss fights. 
Secondly, evety class in the game will have access to two of the traditional roles in the genre: 
tank, healer and damage-dealer. The idea is to make sure whatever group you're entering 
dungeons with, someone's able to play those key roles during combat. Everyone's a damage- 
dealer, but players can switch between tank and healer as they see fit. Thirdly: telegraphs. These 
on-screen interface icons indicate incoming attacks. In Widstar they're signified by red markers, 
It may look distracting when watching, but the thought is they'll lend another layer of gameplay ~ 
and urgency - as you fight. Carbine are looking to gradually introduce telegraphs to players and 
build the complexity as you progress. One boss fight demo looks more like iOS action-rhythm 
title Super Hexagon for the shear number of dodges needed to be made. 

We walk out impressed. Wildstar may yet crack the apathetic crowd of non-MMORPG fans. 
Gillen McAllister 


RAVEN’S CRY 


Another tale of the high seas and piracy sails into view. 


Peo | 


Developer Reailty Pump don't want to talk about the past. And to be 
fair to them, we can understand. Exactiy why Raven Gry's last developer 
was dropped off the project after many years at the helm, and replaced by 
the Two Worlds developer, is a concern, and a conversation to have with 
the game's publisher. Reality Pump have been given a job to do - getting 
Raven's Cry finished and out before the end of the year. 

So what's went before isn’t their concern, But you need the context to 
realise just how impressive a feat they've managed to achieve in such a 
short space of time, Success doesn't feel as sweet without the back story. 

The team has only been working on Raven's Cry, a PC pirate adventure 
that offers similar open world sailing and island exploration as a certain 
other pirate clad in Ubisoft logo, for a grand total of three months. They 
took the mess of what had been produced so far, and converted it all over 
to their own graphics engine. They tinkered, dropped and rebuilt. With all 
that in mind, what we see is incredibly impressive. 

We're told post-Gamescom presentation that the build we see was 
delivered to the show barely a day before the doors opened to the press. 
The demo is more show - the camera is panned round as the team walk 
round a shanty town. We're told what combat will look like, as it's yet to 
been finished. It’s an explanation given a handful more times to a handful 
of other mechanics. It matters not a jot. What's on screen looks visually 
stunning. Combat also sounds interesting, given that main character 
Christopher Raven is kitted out with a hook instead of a hand. Pure pirate, 
but also a potentially diverse fighter. Reality Pump have a deadiine of the 
end of this year. They look like they'll make it. And even if Raven's Cry 
bares passing resemblance to Assassin's Creed IV, there's more than 
‘enough room on the open gaming seas for two pirates, 

Gillen McAllister 


AAs with the first ttl, 2014 
Edition has a wide range of 
different songs acros 
‘genres, giving you a proper 
dip into each style to let you 

eta feel 


en a er ree TT pee ee TT eye ere ee ge Te ET 


ROCKSMITH 2014 EDITION 


For those about to rock... we salute you (with a better game). 


The original Rocksmith had ambition, but suffered an uphill struggle. That wasn't 
just due to the vast shadow a mountain of plastic instruments and backlash cast from 
the Guitar Hero and Rock Band craze, but also the concept - teach anyone to play the 
uitar, real guitar - didn’t quite match the reality. There wasn't a crystal clear progress 
system to aid first-timers, while more interesting modes were buried in a cemetery of 
sub-menus. It was a game with some serious navigation issues. Part of that may have 
been down to time and man-power constraints, something that's openly admitted by its 
creators when we talk to them about our experiences. 

For us, it was Nirvana that did it, if not the whole grunge scene. Our progress ground 
to a halt when we hit In Bloom. Or more specifically, when trying to copy the work of 
bassist Krist Novoselic, Our fingers bled, and without a clear clue as to what particular 
lessons we should be practising to build our finger dexterity and chord work, we drifted 
from the path of rock god success, and our bass guitar started to gather dust. 

That was two months ago. A few weeks after we downed the guitar in favour of more 
traditional gaming finger work, we catch up with the double act of director Paul Cross 
and producer Nao Higo, who are noodling their 
guitars in a corner of Ubisoft's business booth of 
Gamescom. They're here to run through the overhaul 


what’s on offe 


of Rocksmith that is the 2014 Edition (due for release = massive change, almost 
as if this is anew game 


next month). What they offer looks like a massive 
change, to the point that it feels like a brand new 


game, The overhauls run all the way through the system. Notes still run down towards 
the player on the fretboard, but now the frets are numbered - a simple enough addition 
but one that means you can keep eyes on screen rather than glancing down your guitar 
neck. There's still lessons, arcade-style mini-games, But now the game will track your 
performance more closely, not only scoring you as you play songs, but working out 
your weaknesses in any given track, and immediately suggesting challenges or practise 
runs to diverge into to better your finger work. 

Hf you're coming over from Rocksmith, or are already a decent guitar player wanting 
to test things out, song difficulty can now be manually altered to fit with your skil level, 
‘And there's a whole session mode in the menu, that'll back up your freestyle guitar riffs 
with a virtual band, who will alter their tempo depending on how you're playing. While 
there is no way to record your creations in the game, the team suggest i's easy enough 
to get the right plug-ins and record direct to any number of pre-existing PC programs. 
‘You can also import most of your tracks from the original game into 2014, 

The dirty, rock-fuelled menu systems are gone, in favour of a cleaner, simplified user 
interface that clearly stakes out every sub-section of the title 
and allows near instant access to them. It mightn't be the 
most dazzling imagery committed to preview, but for those of 
Us who tried the first game, the changes are many and are 
‘welcome to see. We may become proper guitarists yet. 
Gillen McAllister 
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WHAT ISTHE HUNT? 


i \ ded ’ Geralt is chasing the Wild Hunt, a 
bal popular Germanic and Gallic folk 


f . 4, g roam the land bring despair and 


hardship with them, How the 
Witcher’ version ofthe tale is to be 
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Open world adventure promises a next-gen fantasy epic. 


ate nt yi 


Taking on The Elder Scrolls? That's one hell of a challenge. Yet for CD Projekt Geralt de Rivia is naturally very central to the experience. He's a character with 
Red, it's the logical continuation that's seen the studio graduate from complete a deep history and relationship to the world and characters that inhabit it, as well 
unknowns to leading developers in the fiercely competitive RPG space. Now they _as some of the creatures you'll encounter. This is something that the developers 
aim to take the Witcher franchise open world. are looking to harness to an even greater extent, with some features being built 
‘And what a world we're treated to during the hour-long demo. Vistas from an with this in mind, as well as the story. 
island, that by itself is larger than the world of the previous game (the full game "The guy is basically a mutant monster killer," says Mamais of Geralt. "We 
world of Wild Hunt is thirty-five times bigger than that of The Witcher 2). But the wanted to get back to those basics, but at the same time there's kind of an epic 
quality of an open world experience is rarely directly related to its size, and CD story going on, so it's perfect for open world. Because we've got these monster 
Projekt Red are committed to creating points of interest and diversions throughout hunting quests that we're building into the game, along with the sidequests and 
the world to keep players occupied and lure them off the beaten track. random encounters." 

“The depth of storytelling and the depth of Castles, villages, vast fields and forests, Everything's 
character is important to people, and you kind of presented in great detail and supported by beautiful day 
lose that when you have a huge world that's “We wanted to get back and night cycles and weather effects. Geralt is pursuing 
populated by so much content. So what we're to basics, but there iS AN the Wild Hunt, who are obviously central to the main 


trying to do is sort of try to push the genre forward . A ov storyline of the game. But they're not central to this 
a ite bi,” says head of production Jom Mamais. &Pic Story going on demo, though it does give a good example of how 


Geralt's past deeds influence the people, and how his past follows him around and 
his reputation preceeds him. 

CD Projekt Red wants to show off how seamless the narrative acts between main 
story objectives and sidequests. Geralt gets word that a sorry fellow in a nearby 
village survived the attack of the Wild Hunt; perhaps he knows where they are 
heading next. He does help a little, but of course there are distractions to be found. 
Tums out the village also has a monster problem, or rather the village elders feel they 
need to make greater sacrifices to a deity residing in the woods to keep it from 
attacking villagers, Younger folk feel it's a monster problem and should be dealt with 
as such. (As you'd expect you pick a side, but there is a twist). In the demo Geralt 
goes after what turns out to be a rather vicious creature. 

Geralt uses his ‘Witcher senses’ to search for clues about what type of creature he 
is dealing with, scanning the forest for tracks and clues. A fantasy take on crime 
scene investigation, and once the clues are added up he determines what beast he's 


dealing with and players can read up on what characteristics the said creature sports. 


NEW WORLD 
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"All the sidequests, all those characters, need real motivation. And there needs to 
be some strategy behind killing a monster or something, you just don't go about and 
thrash monsters in a shallow way. You have to actually figure out how to kill the 
things. That's why we implemented this senses mode,” says Mamais. 

We're also treated to a furious mini-boss fight that consists of multiple stages. 
Combat also gives an example of how visual effects have been improved. Not only 
does Geralt's Signs (Witcher equivalent of magic) have spectacular particle effects 
and impact on his surroundings, but the creature has an ability that temporarilly 
blinds Geralt, blackening out the screen and leaving you wondering from which 
direction it might attack. The fact that we're merely dealing with a mini-boss of sorts 
in an optional sidequest makes it all the more impressive. Combat is very fluid. 

Even at this early state, it looks great. Geralt may be a mutant monster killer going 
back to his roots, but Witcher 3: Wild Hunt is more likely to win you over with its 
silver tongue than its sword. 

Bengt Lemne 


TITANFALL 


Respawn’s title is a multiplayer mecha shooter with a difference - so why aren’t we sold yet? 


Titanfall doesn't want to be just another entry in an endless row of shooters, That 
much is clear from the behind closed doors presentation that we get for the game at 
this year's Gamescom in Cologne, Germany. Before we can embark on the demo, we 
must first go through a relatively long presentation video that explains both the Titan 
robots, weapons selection, double jump and wall-runs, mobility and much more. 

While it may be that Titanfal is steered by some of the driving forces behind the Cal 
of Duty series - for example the pace is reminiscent of the CoD style - the game also 
breaks the tried and tested formula in several ways. 

‘There are, of course, huge great Titans; battle robots that all players have access to. 
‘You don't get them from the start of the match. There's a timer countdown until they 
can be called into the fray - usually about two minutes into the battle. When they're 
called down, you can jump on board or deploy them to watch your back, If you die 
you'll spawn back inside them, 

‘Such large and heavily armed robots can of course create 
great havoc on the battlefield, but as a regular grunt you'll 
have plenty to withstand them, In addition to each of the 
three classes we have to choose from today, we have a 
weapon specifically designed to defeat our mechanised 
‘enemies. The grunts also have a mobiity that few other 
games can match. 


the game breaks 
from the Call of 

Duty formula in 

several ways 


‘The now-familiar looking double jump is here and leads to a hop straight up to some 
first floor windows, onto roofs, leaps from building to building and across roads. You 
can run along vertical surfaces and jump back and forth between the house walls. The 
developers proudly say that maps have been carefully designed so that you can move 
from one end to the other without ever touching the ground. 

But most important of all perhaps is trying to pull together the best elements of both 
multiplayer and single-player games onto one disc, one game. This translates to story 
and computer-controlled companions, and opponents, who are on hand in matches to 
give more context and mood to the setting, so it doesn't just feel like ten guys running 
around shooting each other, 

In the mission played during the Gamescom demostration, one team must create a 
diversion while a group of allies try to sneak a kidnapped pilot away. The other team, 
representing the state power of course must prevent that situation 
from happening. 

‘And itis probably here that Titanfall lost us. Even though the 
ion begins with a small sequence showing the kidnapped pilot 
being lowered into a shaft, and two soldiers jumping after him and 
closing the entrance behind them - and even if the voices on the 
radio keep stressing the importance of the diversion you're trying 
to create so he can get away - in practice we're just talking about 


the same old team deathmatch experience, with some Al-controlled soldiers thrown in just to 
spice up the scenario a little, 

Was it because our teammates just stunk? We topped our scoreboard in both of the rounds 
we played, yet we got battered in both of the matches, with the final score something like 100- 
300 in the opponent's favour. After just a few minutes we were falling well behind, and there was 
No clear indication of what you could do to win, or even what the overall purpose was. 

This is not helped by the fact that there are not many visual hints as to which of the enemies 
are real players and which are controlled by the Al. With the latter only giving 25 points when you 
shoot them, while the human players grant you 500 points, it goes without saying who you 
would rather take down, 

So yes, we're pretty underwhelmed right now. The extra mobiity is interesting because you 
can rapidly gain height advantages on your enemy, but right now its hard to see where all the 
hype is coming from, because everything we've seen of Titanfall so far is similar to ordinary team 
deathmatch, just with a few gimmicks added in. I's certainly not the revolution we were hoping 
for. Hopefully our next meeting will change our opinion. 

Rasmus Lund-Hansen 


KILLZONE: SHADOW FALL 


Hands-on with the multiplayer mode. 


Guerrilla Games explains the background behind the multiplayer. They 
have aimed to create a multiplayer experience that one can just jump into 
at any time without hours of grinding for new levels or weapons options. 
This basically means that all the weapons and skills will be available from 
the very beginning. XP has been thrown out the window, and instead of 
the usual levelling, progress is tied to a variety of challenges. Every gun, 
character class and game mode has its own, and put together there are 
‘over 1500 of them. Completing the challenges is rewarded with cosmetic 
stuff like new skins for the guns and characters alike, but there are also 
some more useful prizes like different ammo types and add-ons for the 
weapons. Players won't be able to gain the upper hand based simply on 
those. In the end it'l be individual skill that decides the winner. 

The character classes in Killzone: Shadow Fall also speak of a certain 
amount of streamiining. The multiplayer has three to choose from: the 
Scout who strikes from the shadows, the Assault who serves as the 
spearhead, and the Support who takes care of the heavy weapons. All of 
the classes have their own special skills, which emphasise their strengths. 
Guerrilla promised that all the classes will support a variety of play styles. 

Multiplayer combat is fought on Warzone-playlists. Shadow Fall does of 
course have a host of game modes ready, but it is quite effortiess to 
modify the presets to suit you and your friends. These can also be shared 
with the community, and the best and the most popular will get featured, 

This isn't the sort of massive editor that you'll find in Halo Forge, but you 
can set your mode and objectives in under a minute easily. We only got a 
short taste of the action, but the team promise the game will feature 10 
maps on release, and the later additions will be free of charge. Currently, 
Killzone: Shadow Fall nicely showcases the PS4's MP potential. 

Arttu Rajala 


POKEMON X 
& POKEMON Y 


The next evolution of the pocket monster colllection franchise. 


Pokémon created an entirely new set of fans. A fresh twist on familiar concepts, 
players explored an alternate world where they built a team of battling monsters with 
unique strengths and weaknesses. As well as creating a great game with variable 
combat, Game Freak also managed to tap into a consumer desire for collectibles, 

In the earliest games there were 150 pokémon to find in two similar but separate 
games, For players to complete their collection they needed to trade with other players. 
The multiplayer trade and battle mechanics, features not seen in a game before, 
proved a major part in the series’ success. As time went on creators Game Freak 
delivered many sequels. With new instalments came more pokémon to collect. As of 
the most recent fifth generation, Black 2 & White 2, there's a whopping 650 pokémon. 
Dedicated pokémon collectors who tracked down 
‘every one for a perfect collection will find those won't 
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exploring, catching and training various monsters to battle against those of other 
trainers. I's the presentation that has undergone a dramatic overhaul, as X and Y are 
the first games in the main series rendered in full SD graphics, and the titles also 
introduce new ideas and innovations to keep things fresh. 

Players have the freedom to move in al directions. it might seem strange that the 
series has had so many iterations but only now is expanding from four-directional 
movement, but given the new fully 3D environments, it's the first time it's been 
necessary, A variety of new animations have bean added too. Players can now interact 
with their pokémon in new ways; caring for them and training them via mini-games, 
even riding larger monster-types. 

Players again take the mantle of an adventurous pokémon 
trainer, There's new starter monsters to choose: Hespin, 


Players can Now interact  fennekin and Froake, Classic fans wil be glad to know 
with their monsters in a they'll also get a second starter monster from the original 


be perfect for much longer. 

Featuring a catalogue of new beasties, Pokémon X 
and Y will ative on October 12. The main mechanics 
are similar to how they've always been, involving 


game roster - Bulbasaur, Charmander or Squirtle. 


vari ety of new ways ‘The new region is an entirely 3D environment called Kalos, 


Loosely based on France, the region is shaped lke a five-pointed star, features a network 
of snaking waterways, huge cities, small towns and a freezing-cold mountain range, One of 
the regions biggest cities is Lumiose City, a huge settlement boasting some great 
architecture, in particular the tall Eiffelike tower that stands in its centre. 

Pokémon-Amie is a new feature that lets players develop closer relationships with their 
favourite pokémon, Players use the 3DS touch screen to pet, feed and play with their 
assorted beasties. Taking time to spend a few extra moments with your pokémon leads to 
a special bond and some decent stat boosts. For those that aren't keen on cuddling up to 
their creatures there's still opportunities to develop their rosters abilities away from battle, 
Using the touch screen, players can participate in a variety of pokémon training events to 
increase base stats. 

When roaming the wilds, Horde Encounters will keep things challenging. Some random 
encounters will contain multiple pokémon to fend off. For every attack your pokémon gets, 
‘each member of the enemy party retaliates. This should add more reason to revisit 
previous areas for players who ever got bored idily pressing the attack button when in 
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areas below their skill level, 

Already demonstrated with first generation pokémon, and described as ‘the biggest 
secret of the Talos region’, Mega Evolution is anew mechanic that allows pokémon to 
‘evolve beyond their last known stage. 

Online systems have undergone a revamp. The Pokemon X & Y Player Search System 
allows the tracking of friends, acquaintances, and even passers-by. Should some near you 
be playing, you can trade with them, or if the mood takes you, fight. Find someone you 
enjoy playing with and their status that can be upgraded through your interactions. 

Game Freak have also introduced subscription-based cloud services, Pokémon Bank 
lets players store up to 3000 pokémon and includes a search option to make them easy to 
retrieve, Poké Transporter, also an optional extra, allows players to import monsters from 
the DS-based Pokémon games. 

It's good to see Game Freak trying new things. Hopefully the new 3D environments, 
gameplay features and movement controls will augment this fantastic series. 

Jon Newcombe 


Watch Dogs has been among our most anticipated releases since its reveal. 
So naturally excitement levels were high when we were invited along to a hands- 
‘on session with the game - not just single player, but to test the tablet-powered 
multiplayer as well, 

‘The demo played out on the PS4, and as we jumped in we found ourselves on 
the sidewalks of one of the many streets in a near-future Chicago, in the shoes of 
the main character, Aiden Pearce. Hacking is the main theme of the game, and it 
is as simple as pressing a button to hack into the personal information of passers 
by. But in order to go deeper and pillage more information, we need to break into 
the local CtOS system center, to unlock the full potential offered in this sector. 

The data center seemed like an ordinary warehouse, just with a surprising level 
of security. Although there were plenty of objects to hack in order to distract the 
guards and open up alternative routes, our stealth-based efforts fall short and we 
had to resolve the situation with a full on shootout. Luckily the guards did not 
offer much resistance against our assault rile (that we were packing since the 
demo's start). The action itself is your standard cover-based shooter, not overly 
different from other examples in the genre. We'd have rather remained in the 
shadows, but with the clock ticking on the demo time and a nearby PR urging us 


‘There are some differences, 
obviously with more power 
i can have a deeper 
simulation... more cars, more 
variety in the people, me 
people, stronger simulation, 
but forthe rest i's the same 
experience and mechanics 
says the team on current and 
gen differences, 


‘on, we were forced into a more straightforward approach, 

Hacking the CtOS center revealed an interesting mechanic 
with security cameras. We couldn't physically go inside the 
facility, but we were able to scan the interior via CCTV, As 
long as there is a line of sight between them, you can jump 
from one camera to another until the CtOS main frame was 
‘exposed to be hacked. The same mini-game-esque camera 
hopping also made an appearance in the next side mission, 
‘as we followed CtOS data lines along an apartment 
building's sides and hack into a nearby flat, eavesdropping 
‘on the goings on within the room. 

The hacking jobs work much like collectibles, but can also 
lead to various Vigilante side missions. Often activated by 
just being in the right place in the right time, you can also 
find them by listening to conversations, We came across 
one of the more simple missions while trying to visit a local 
gun store. Naturally it was being held up at the time and, 
given we're the hero, we had to stop it then chase and 


catch the robber - with bullets. 
Performing Vigilante and other side missions grants the 
player Reputation points, which dictate how others see and 
react to the player's presence. If the Reputation is seriously 
in the red passers-by are more likely to call the police, But if 
your actions have been popular with the public they'll even 
assist you on your way. The game's producers emphasize 
the Reputation system is not just a black and white morality- 
meter, but has a more subtle impact on the environment. The 
point being it won't bind players to a particular play style, 
While racing from one side mission to another we tinkered 
with one of the most essential capabilities - Focus. It allows 
you to slow down time and hack items almost in the blink of 
an eye. It differs from many other games by not directly 
helping you while shooting or driving, but it can be used to 
activate a variety of obstacles to stop your pursuers, or to 


prevent enemies from getting the upper hand in a fight. 

‘The size and appearance of the near-future Chicago was 
impressive, but it was clear that game isn't quite ready yet. 
The code we sampled had plenty of bugs and glitches, 
particularly with the NPC characters, who often seemed to 
get stuck in objects and reacted to events sluggishly. Sadly 
there was no time to freely roam the city in our limited time 
with the demo, 

Our experience left us feeling both impressed and a little 
worried about Watch Dogs. Judging by the code played 
here, there seems to be a lot of work left for Ubisoft before 
the release in just two months time. But we're hopeful come 
November they can pull it off and deliver a game that lives 
up to the high expectations, as we'd would hate to see this 
game released in anything but a polished and pristine state, 
Arttu Rajala 


Multiplayer 


We got to go hacking 
with ftlends, Here's how 


BACK TO ASSASSINS 

One multiplayer mode resembles 
Assassin's Creed’s multiplayer. The 
goal is to hack another player without 
that person finding out who the 
‘opponent is, The trick isto blend into 
the ordinary NPC character ranks, The 
defending player then has to use 
Observe to find and stop the hacker 
before his download is complete 


KEEP IN TOUCH 

Another two-player mode requires the 
-ond player to have the Watch Dogs 
companion app, that will be kunched at 
the same time as the game on all key 
smartphones and tablets, The app 
player takes control of Chicago's CtOS. 
1m and trie 
player from achieving his goal and 
reaching checkpoints 


0 stop the console 


COMPLETE CTOS 

COS players have a full view of the city 
‘map and can directly control trafic 
lights and other obstacles, but can also 
indirectly send police units after the 
other player A helicopter works 
LOS player's e 
Important to have it close 


50 it's always 


ON THE RUN 


The player on console or PC has ace 
tol of Aiden’s normal abilities, but 
they have to be careful while cruising 
through the streets, as hit and runs 
increase the Wanted level and give the 
other player more police units to send 
Aiden's way. 


FREE FOR ALL 
The application is completely free and 
works across all platforms, so 
availabilty should not be a problem. 
The app also supports friend lists, as 
‘well as creating your awn challenges 
and sharing them with other users 
online 


LONG TERM HACK 


Both of these two player modes stand 
cut nicely from what is on offer in other 
games, which is something Ubisoft 
deserves credit for. Stil, there definitly 
isa question mark hanging over how 
much long term appeal th 


HERO OF TIME 
Zelda games can be played 
separately, but Wind Waker will 
resonate with those that have 
played through The Ocarina of 
Time, as there are many ties to 
that game and its story. 


The Legend of Zelda: 
The Wind Waker HD 


WII U Genre Publisher Release 


This looks good, really good. In fact, we'd go so far as to say that 
this is the best-looking game in this art style we've ever seen. Given 
the closest competitor - that Wind Waker has beat - is Studio Ghibli franchise's 3D calling card, So Nintendo tried something 
and Namco Bandai collaboration Nino Kuni, that's high praise indeed, vy, different, but still had to hit the beats that made Zelda, well, 
Improved art style is definitely the headline for this HD remake of the V/ Zelda. Whether it's us being unwilling to accept change, or 
Zelda adventure originally released on GameCube back in 2002. What them delivering a weak opening trio of dungeons and the 
was muted then has been born out: the cel-shaded paint job really is. LINKTOTHEPAST __ time between them, it's not until the game's story syncs up 


sequel Majora's Mask), Wind Waker had to find something 
new to bring to the sprawling world that'd become the 


timeless, Shame that's not true of everything else in the game, Nintendo's Zelda series with its predecessor in a brilliant (and surprisingly emotional) 

You can't ignore Wind Waker was a product of its time. There's the debuted on the NES, butth® Way, and you're drawn into the wider mythos of the series 
mythos was strengthened 

‘occasional camera issue, which was as best as it could be back then, th ino stieS cassie A Link that everything begins to click. 

but in present day it falls below Nintendo's usually flawless polish. You {ote Past. Nintendo 64's The game follows the same rough series structure, Smaller 

can accept that and a few other tiny niggles. But not everything. The Ocarina of Time took he Quest with easy dungeons with enemies and environmental 
While previous entries were trend-setters, this marked the first time See viar ai cams Puzzles opens up to a larger, harder, quest. There's plenty of 

you could see Nintendo heavily apply someone else's ideas into their —_jc,20 worl, A se-sequel, adventure off the beaten path, but you've got to sail to find it. 

work. The pseudo-stealth sections (gameplay mechanics in vogue at —_—Maoia's Maskroloved, nd The world map is one near-endless ocean (well, at least a7 

the time) still sit awkwardly, and as they're heavily emphasised forthe 2 aie Nia Pca by 7 square grid version of it). Locations are only accessible 

game's opening dungeon, as was then is true now: Wind Waker opens and Skyward Sword by sailing, and these range from tiny islands to larger towns, 

with a rare stumble in the series and takes a few hours to find its feet. dungeons, Nintendo try and spice up travel with race-like 


Coming after the critically-acclaimed The Ocarina of Time (and its mini-games, as well as deadly sea life between islands, but 


there's still times when sailing is a slog. In this instance, the 
GamePad's extra screen proves useful. 

You no longer have to pause the game to check your map. 
It may only save seconds, but they build up over time. On 
land, mapping weapons to the three attack buttons with a 
couple of taps on the screen lessens the pain of multi- 


IT'S NOT UNTIL THE GAME'S STORY SYNCS UP WITH 
ITS PREDECESSOR DOES EVERYTHING FINALLY CLICK 


tasking through menus come dungeons. Yet Nintendo have 
missed out by not letting you scribble notes on sea charts. 

You've three weapon buttons to customise. Yet whether 
you favour GamePad or Pro Controller, (though the Pro offers 
a much better in-built vibration) weapons that need aiming 
with the right stick have to go on the shoulder button, due to 
the right stick and face button layouts. You can use the 


Miverse connectivity i 

particulary cool in Wind 

Waker, You'l get bottles eary 

inthe quest, Into which you 

can place hand-senibbled 

notes and cast them into the 
can do 

the same. Dal 

transferred and 

wash ashore In random 

‘game nag fn 

have spoilers in them, 


While you could sai ll over the 

‘map exploring, certain friendh 

fish will tip you off to hidden 

treasures for the cost of some 

but, and at the same time mark 

any nearby islands in your sea 
chart 


GamePad's gyro-sensor to centre your gaze instead, but that the aim 
view isn't mirrored on its screen for more precise shots seems an 
oversight. You can flip the game screen onto the GamePad, but the 
colours are muted: you'll favour big screen sheen over portability. 
Nintendo offer some tweaks. The Hero Mode - which nicely can be 
toggled on and off at any point - doubles enemy damage, and drops 
any additional heart collection. However, the need to manually alter the 
wind direction while sailing (though it's hard to see how to negate it as 
it's part of a core gameplay mechanic) is still here, and is still annoying. 
Just try and sail round an island in a loop without renegotiating with 
the wind, There's a similar issue with having to switch between cannon 
and sail during sea fights, but again, this'd require a major overhaul, 
something not on the agenda with this HD update. 
Like Mario, Zelda titles are still in a class of their own, and as such 
their only true competitors are each other, and time's passage. In the 
rich tapestry of 3D Zeldas, Wind Waker has remained one of 
the most graphically iconic. With time's passing though, 
it's arguable whether it's the series’ finest hour. 
Gillen McAllister 


The game quickly immerses the 
player into the world, Armed 
with nothing but a lantern, 
you're led into a dark and 
disturbing place, then left to 

figure out what the next step is 


Amnesia: A Machine For Pigs 


Genre 


MAC PC 


Are you ready to descend into nightmare? That's the offer that 
‘Amnesia: A Machine For Pigs is giving you. This is a dark journey, 
revealing plenty of scares and a well-crafted narrative on the way. 

It's not a game to be rushed. It's not about kill streaks or high- 
scores, Instead it's a chillingly scary story best enjoyed at a 
comfortable pace on a dark evening. Progression is less about 
mastery of the mechanics, more about how far the player pushes 
themselves to confront the horror they're enveloped in. 

When the game opens there's not much to suggest what's 
happening. The only thing known for sure is that your children are 
missing and you need to find them. Something is very wrong in this 
‘empty mansion - blood smears adorn the walls, lights flicker and 
unseen forces crash off-screen. Occasionally you hear your children 
playing, or catch glimpses of them, but you never catch up to them. 

Mysterious phone calls from an unseen ally encourage you to find 
a way out of the mansion and into the increasingly terrifying depths of 
a morbid factory. Confusing dialogue suggest the children have been 
playing where they're not supposed to. Locked doors mean the only 
way to progress is to steel your nerve and head further into the ghastly 
underbelly of the factory. The further you plunge, the more disturbing 
your surroundings are. Objects are covered in dirt, pools of excrement 


Publisher 


The original game, Amnesia 
The Dark Descent, was an 
Indie success story. It 
thrilled horror fans with ts 
twisted setting and 
horrifying atmosphere, With 
dev duties handed over from 
Frictional Games to The 
Chinese Room, i's sequel 

hopes to achieve the same 
success, Set inthe same 
Universe as the previous 
‘game, A Machine For Pigs 
features a new story, new 
characters and Is set during 
a later time period 


Release 


bubble in the industrial factory's bowels. It all makes for an 
impressively sickening setting. 

Visuals are suitably grim throughout A Machine For Pigs. 
The uninviting metal-work environments constantly threaten, 
Lighting serves its purpose well. Much of the game takes 
place in the darkness of claustrophobic corridors and dank 
industrial basements. Any light catches the eye, but heading 
towards it means leaving the safety of the shadows. 

Unfortunately, in more open environments, disappointing 
draw distance and poorly textured assets are noticeable, but 
those barely impact lasting impressions of the game. 

In-game audio is a masterclass of eerie sounds. As 
tension ramps up, the constant industrial humming meshes 
with a nerve shattering clamour of unmelodious piano chords 
and sharp violin strings. Listening for strange sounds can be 
essential to survival. Distant screams occasionally emanate 
from somewhere unseen. Every blind corner can lead to 
something startling. 

Characters feel weighted and meaningful thanks to the 
impressive voice-acting. Player-character Oswald Mandus 
and the mysterious man on the telephone deliver some well 


acted (and written) dialogue throughout. 
Core gameplay is about exploration and environmental 
puzzles, The challenges vary significantly throughout. Some 
seem straightforward, while others have you searching every 
accessible area. Sometimes objects that need interacting 
with have been walked past several times. Sometimes what 
needs to be done is obvious, but how to do it is a mystery. 


GAMEPLAY 1S ALL ABOUT EXPLORATION 
AND THE ENVIRONMENTAL PUZZLES 


Every shadowy corner needs to be searched, which leaves 
players vulnerable to the beasts that shuffle in the darkness. 
You'll encounter some very dangerous monsters. You're 
only armed with wits and a lantern, so they can't be fought. 
Instead the objective is to sneak past them, Tum off the 


lantern, stick to the shadows and remain as quiet as possible. 


Being careless with the lantern or bumping into something 
can give you away. When this happens the only chance for 


lithe new developer name's. 
familar, its because The 
Chinese Room announced 
Everyone's Gone to the 
as a PSA e this y 
rm, 


survival is to run, hide and hope you weren't followed, 

Unlike Amnesia: The Dark Descent, there's no inventory 
in A Machine for Pigs. Items are carried from one place to 
another, one at a time. This time there's no tinder boxes to 
collect because the lantern never burns out. 

Survive long enough and the story falls into place. Initially 
it's hard to understand who you are, and why you're in this 
situation, Perseverance unearths audio and written records 
that fill in the blanks. The elegantly crafted macabre story 
engages, frightens and entertains. It demands, and deserves, 
attention. As the game accelerates towards its ending new 
twists and turns keep things interesting. 

Overall, Amnesia: A Machine For Pigs achieves all it 
intends to. While sneaking, hiding, running away and solving 
environmental puzzles isn't everyone's idea of fun, players 
looking for a nail-biting horror experience could do worse. 

It's an uncomfortable and haunting experience, packed 

with atmosphere and framed by a very strong 
narrative, Horror fans should definitely take a 
closer look. 
Jon Newcombe 


KILLZONE: 
MERCENARY 


Genre Publisher 0l/Y Release 


It wows right off the bat. Not since 
Killzone 2 have we been as seduced by 
Guerila's brutal brand of warfare, This is 
without a doubt the most gorgeous looking 
game that has graced the PS Vita up until 
now, and a game that more than any 
before it showcases just how much the 
device is capable of in the right hands. 
Unlike previous chapters in the Killzone 
franchise, you're not serving any higher 
cause this time around. Instead you're 
fighting for money. I's all about kiling, and 
kiling in style, We find ourselves wanting to 
replay the first level right as it's completed, 
evidence of the addictive nature of the 
concept behind it i's all about multipliers. 
We want to maximise the headshots, 
sneak up on enemies and stab them with 
our Rambo knife, and most importantly kill 
a bunch of them with well aimed grenades 
to get the multiplier up. There's a ka-ching 


WE FIND OURSELVES WANTING 
TOREPLAY THE FIRST LEVEL 
RIGHT AFTER FINISHING IT 


sound as the cash hits the account. 

‘The money is used to buy weapons, 
ammunition, better equipment and so on. 
It's a concept that's well suited to the 
portable format. Replaying levels you've 
already completed chasing high-scores 
makes more sense than cutting up a story 
in small little pieces trying to keep the 
player immersed. t's a decision that works 
well for the format, and we wish other titles 
would embrace. That's not to say there's 
no story - it's just not prominent. 

Asa first on PS Vita, we're afforded 
multiplayer that offers everything you'd 
‘expect from home console counterparts. 
It's not a home run though, as Guerrila 
Cambridge have messed up the spawn 
points. Killing someone, just to be kiled 
the next second by the very same player is 
not uncommon in Killzone Mercenary. 

This is an entertaining action romp and 
the best game since Killzone 2 in the 

series. With games like this one 
PS Vita could be mounting a 
‘comeback, 
Jonas Maki 


Total War: Rome II 


ceed 


PC 


There is a singular goal for someone playing Total War. And that’s 
to dominate and destroy your opponents. Through a combination of 
turn-based manoeuvring and real-time fighting, a huge map depicting 
the ancient world must be painted one colour - yours - and any that 
stand in the path towards that solitary objective must be crushed 
without pause or mercy. 

The campaign map is huge. After many, many hours of playing the 
‘edges will still evade one's grasp. Enemies will rise and challenge, old 
allies will betray and eventually capitulate. There's diplomacy, with 
nations offering peace treaties, trade, and collaboration, however, 
much of the negotiation is settled via the tip of a sword. The longer the 
game continues, the more there is to attend to: citizen happiness must 
be maintained, mouths must be fed, borders need defending. Political 
intrigue bubbles under the surface, with different families vying for 
dominance in the Senate, and players are often asked to make 
decisions regarding the machinations of power. 

As players advance to one of the several win conditions available 
(conquer so many states, control so many units), each turn will see 
cities improved, armies bolstered with troops (the units they recruit are 


Genre Publisher 


The Creative Assembly has 
been refining their 
particular brand of strategy 
for many years. Thelr 
pening salvo 

came in the form of Shogun 
in 2000, Rome: Total War 
launched in 2004, and 
proved incredibly popular. 
Lessons leamed from the 
releases of Napoleon and 
Shogun 2.maant CA felt the 
time was right to return to 
the Age of Antiquity 


There's a handful of historical 

battles ready for re-enactment 

with famous standalone 

examples like the Battle of 

Teutoburg Forest and the Siege 
of Carthage, 


Release 


defined by the facilities in the province where the army rests - 
the better the facilities, the better the troops available), and 
pieces moved around the board in anticipation of future 
conquests. At the end of each turn there's a lengthy wait 
while the Al cycles through the other competing factions; 
here the game heaves under its own weight. The wait can 
drag on for far too long. 

When armies are brought into direct conflict, there's 
multiple avenues that can be explored. The computer can 
auto-resolve a battle, judging the victor and divvying out the 
spoils of war. This option is best used on minor skirmishes 
when the result is a foregone conclusion. When the playing 
field is somewhere near even, it's more fun to assume the 
role of general and take your troops into battle yourself. 

There's two starting areas in every conflict, be it siege, 
naval or on land. Some are parallel squares on an open field, 
others are cities, with one side defending its core while 
another encircles it with a view to dislodging the incumbent 
force (capture points, sometimes more than one, must be 


La rte eS Pim Smee af | 


held or taken - or enemies must be wiped out), Units can be 
grouped together and assigned hotkeys, allowing for faster 
control in the midst of battle, and are organised into different 
formations in preparation for the battle's beginning. Once 
started, everything plays out in real-time (although action can 
be paused so orders can be issued, and the pace can be 


THERE ARE SEVERAL DIFFERENT WAYS ENEMIES CAN 
CROSS SWORDS - NAVAL BATTLES, COSTAL SIEGES 


increased so that distant units can reach each other much 
more quickly). 

There are several different ways that enemies can cross. 
swords. Troops sit on ships waiting to board other vessels, 
‘or ram each other down into the murky depths. Coastal 
sieges require the landing of units on beaches and inside the 
tall walls of heavily fortified towns. It's not perfectly executed 


FRIEND OR FOE 
‘Although conquering the 
\worid is fun on your own, 
heming with frend inthe 
impaign heightens 
ment. There's 
er battles, where 


FEET ON THE GROUND 


e amount of troops that can 
field in Rome lis 
staggering, with po 
thousands of s 
‘on the field of batle, Get ready 
for war on an epic scale, 


yet, as enemy Al often lets armies disembark without interference. 
Sometimes getting off the boats doesn't feel like the battle that it 
should be, 

There's a huge range of different units on offer, and each has 
particular strengths and weaknesses. Skill trees climbed during the 
turn-based element, coupled with the buildings assigned to cities in 
‘each province, will directly influence the composition of each army. As 
generals accrue more victories, so their skills increase, allowing 
specialisation. One fully-stacked army might be engineered to harvest 
more gold from looted cities, where another bristles with additional 
damage bonuses. Traditions earned by a force can live on, passed to. 
another when raised to replace them should they fall. 

The campaign is ripe with intrigue, the battles are challenging and 
engaging. Ina word, it's epic. t's very CPU intensive and lesser rigs 
will struggle at times, but Rome II is still a cracking game. It's epic in 

scope and grand in scale. Creative Assembly may have lost 
of couple of minor skirmishes along the way, but overall 
their latest Total War has ended up a sweeping victory. 
Mike Holmes 


Diablo II 


PS3 XBOX 360 = 


It’s been over a year since the Mac and PC versions. Yet while 
back then it was hard to log on to Diablo III's servers come the 
launch, here you can comfortably ignore online requirements and just 
start playing. Aside from that single (significant) difference, this is the 
‘same game which was released then, just on a new platform. 

Of course there are differences, and they are mostly all related to 
the controls and interface, but otherwise there are no major changes. 
‘fallen star has crashed, the remaining Lords of Evil are once again 
trying to conquer both heaven, hell and everything in between, 
undead once more shuffle around New Tristram, there's talk of a 
black soul stone, and so forth. 

But this is not to belittle Blizzard's work on porting the game to 
consoles, as they have clearly given the process a lot of thought. The 
entire user interface for dealing with equipment and inventory has 
been redone from scratch, Instead of just having one large inventory 
divided into a grid, you instead sort through your stuff by picking an 
‘equipment category and then looking through all the equipment 


THIS IS A GREAT CONVERSION THAT EASILY AND 
ELEGANTLY DODGES ITS BIG BRO'S PROBLEMS 


you're carrying of that type. 

Detailed stats and abilities of the individual pieces aren't 
immediately shown (you can pull them up with the X button), and 
instead you get a short graphic summary. Red or green arrows show 
whether a given piece of gear is better or worse than what you're 
already wearing. It provides a quick and easy overview, and if a piece 
of equipment is a piece of crap, you can mark it as junk, and when 
you meet a seller, you can unload your junk on him with a single 
button press. 

The controls have not suffered as we go from mouse & keyboard 
to controller. Your chosen skills are activated with the face buttons, 


Publisher 


‘The loot system has been 
cchanged, giving you more and 
better equipment along the way, 
to compensate for the fact that 

there is no auction house for 
trading with other playe 


Release 


the right trigger and the right bumper, while you 
move your character with the left stick. The right 
stick can be used for a dodge move, which is new, 
but not a big change - you run as fast as you 
dodge, so it's mostly there for cosmetic reasons. 

These more direct controls are actually better 
than the PC version's in some ways, so we hope 
they'll add the controller option to the PC game. 

Perhaps the most important addition in the 
console version of Diablo Il is that you can play up 
to four players on the same screen. However, don't 
start playing couch co-op until all of you have a 
decent grasp of the interface, inventory, and what 
stats are important to your respective classes. 

‘As only one person can check their inventory 
screen at a time, the downtime for everyone else 
can suck all the pace out of the game. t's tedious, 
‘as comparing loot involves finding something in a 
player's inventory, dropping it on the ground then 
picking it up, finding said item in the other player's 
inventory and then comparing stats to what they're 
already wearing, 

If, however, you have that sorted, Diablo ill on 
console is a thoroughly enjoyable experience, The 
graphics do not - surprisingly - live up to the PC 
version, but otherwise this is a great conversion 
that easily and elegantly dodges some of its big 
brother's problems and even has a few new tricks 
in the form of more direct controls and couch co- 

op. If you haven't already played it on 
PC, you should definitely give Diablo II 
alook on the console, 
Rasmus Lund-Hansen 


CASTLE OF 
ILLUSION 


Gore Pilcher 0h Rolaaso 


This is a complete shame. Not because 
this remake of the 90s platformer isn’t any 
good - it really is - but that the studio that 
worked on it, Sega Studios Australia, are 
shutting their doors, We'd high hopes that 
the team might be comissioned to rebuild 
other Disney platformers of the era. 

But, to the here and now. This version of 
Castle of ltusion takes the same premise 
as the first - seven gems need collecting 
from various worlds contained within a 
witch's castle (Disney's own TARDIS) to 


THE LAVISHNESS APPLIED 
EVERYWHERE IN THE GAME 
LEAVES US WANTING MORE 


save a kidnapped Minnie Mouse. Control 
is the same - Mickey can jump on enemy 
heads, or toss collected apples at them, 
‘The developers have bled 3D sections in 
with the 2D platforming. The castle itself is 
an explorable 3D world, with level doors 
needing a set number of gems to unlock 
first. While in worlds the camera switches 
between both, either for visual theatrics, 
‘such as when turning corners, or to pan 
Up and out for certain platforming sections 
‘or during boss fights. tt works really well in 
spicing up the gameplay, and given the 
pure quality of the visuals (backgrounds 
can be massively detailed but rarely 
distracting from the foreground) i's one of 
the few games we wish had 3D support. 
Problems? There are a few. Some of the 
more labyrinthine levels (ike the candy 
coated stage) had us stuck at dead ends, 
as we couldn't see the exit for the mega 
detailed backdrops. The materialsing of 
‘enemies can be sudden, slamming you 
into them without the chance to dodge. 
And it is a short game. We finished it 
within the space of a couple of hours, 
though there is a Time Attack available for 
all stages once they're completed. 
Yet even if its brief, it's tough and there's 
allot hidden in each stage. The lavishness 
applied everywhere makes us 
wish for more Disney titles by 
the studio. Pity. 
Gillen McAllister 


The new look Game 0.Uk Is 

working tirelessly behind the scenes to deliver a fresh new aes- 
thetic and a more refined experience for our readers. It’s never 
been easier to access the latest news, previews and reviews. 


www.gamereactor.co.uk GAMEREACTOR 


The game system isn't 
‘completely polished, and the 
‘game lacks a proper queue for 
those who are looking to get 

into the often overcrowded 
Expect p hort. 


FEXIV: A Realm Reborn 


PC PS3 


‘A Realm Reborn may be one of the most expensive projects ever. 
Put two separate development cycles together - the original version of 
the MMORPG that tanked in every way imaginable and this - which is 
effectively a complete rebuild of the title. It’s easy to tell there's been a 
lot of resources poured into the project: the visuals are of a standard 
that we're simply not used to seeing in the genre. Another thing that'll 
impress the long time fan is just how well Square-Enix have made use 
of the franchise's extensive history. 

Instead of reinventing the wheel, they've dusted off the job system 
from Final Fantasy V, created areas that could have been lifted straight 
out of Final Fantasy Vill, IX and XII, and loaded the game with all the 
elements we expect to find in a Final Fantasy title. That means, in part, 
big, golden birds. 

Chocobos are an early luxury, as you can rent a bird to travel the 
world and avoid harm while journeying to the classic Chocobo music. 
Speaking of the music, it's of the highest order, and it's a real treat 
simply seeing the sights while enjoying the soundtrack. At the same 
time the quests initially strike us as anything but exciting, something 
that's true for most MMORPGs at first. Every NPC you encounter has 


Genre Publisher 


The RPG series has been 
around for decades now 
famously named a 
the origina title was due to 
be the ‘ina vi 
was produced 
creator Hironobu Sakaguchi 
The taam broke with tradition 
in 2002's Final Fantasy XI as 
the series went multiplayer 
{or the first time. FFXIV was 
‘the second in the series to 
deviate from solo adventures 
and into the MMO space, 


Release 


something they need delivered, a certain number of enemies 
that need to be taken care of, or some sort of anomaly that 
needs investigating which in tum prompts a small boss fight. 

Thankfully Eorzea turns out to be a great place to spend 
your time in, even if the quests are somewhat familar in their 
design, and we've several hours ahead of us in the opening 
area of Gridania. We're soon running around, slaying evil 
squirrels, as well as seeking out a band of troublesome 
mushrooms, while someone else has charged us with slaying 
some murderous ladybugs. Off in the distance we can see a 
group of high level players taking on a Treant Sapling - an 
‘enormous walking tree who's capable of depleting our health 
bar simply by looking in our general direction. This may all 
sound somewhat twee, but the sel’s in the presentation, and 
with designs that are dunked in Final Fantasy mythos, you're 
able to swallow the tropes of the genre and just enjoy the 
adventure and exploration, 

The overarching story is thankfully more interesting and is a 
tale firmly set in Final Fantasy lore with vital crystals and an 


AUTO LOOT 


verything of importanc 
‘marked on the map, and 

al fast travel 
alternatives, The idea is to let 
players focus on having fun, 


approaching cataclysm hanging over a world that's barely Final Fantasy faithful, Similarly taking on classic enemies like Cactuars 
recovered from the last calamity. To group up with friends and Malboros takes on a whole new meaning here. Simply put, the 
and embark on an adventure in this world is pure bliss, and Final Fantasy universe suddenly feels enriched as your companions are 
Square-Enix have clearly taken notes on Western MMORPGs no longer just marionettes under your control, but actual people doing 
when designing this reboot. It's a happy marriage of two all they can to assist you with white magic, heavy attacks or generous 
worlds, with addictive Japanese elements like the Hunting supplies of Phoenix Downs. 
Progression isn’t a case of simply levelling up your character; there 
are story-driven instances that you need to qualify for. There are a lot 


SQUARE-ENIX HAVE CLEARLY TAKEN NOTES ON THE "of features in the game that unlock through completing these instances 
WESTERN MMORPGS WH EN DESIGNING THIS REBOOT ante *Uand while we weren't sold with a similar structure in World of Warcraft, 
a . we think this is something that Final Fantasy fans will feel right at home 
PC depending on with, It reminds of playing previous Final Fantasy alone, and it's a nice 
Log, that makes fighting even the most mundane enemies Leese ariay a change of pace compared to the rest of A Realm Reborn. 
fun as you try and track down specific creatures much like rola and Fayboard It's only the technical shortcomings - that will surely be patched over 
you would in Pokémon. time - that prevents this from achieving a higher score, The ambitious 
It's when you take on the more difficult enemies with your goal of appealing to fans of Final Fantasy and fans of the 
friends that the game really comes into its own. Taking on genre has been attained, This has been a successful 
Summons that you'll recognise from previous games in the adventure for the company - a MMORPG worth living in. 
series in epic battles is an early Christmas present for any Jonas Maki 


Events such as the Spanish 
Inquisition are presented to you 
at appropriate moments during 
the game, Certain variables 
‘must be satistied for thes 
‘events to take place 


Europa Univeralis IV 


PC MAC 


Europa Univeralis IV is a brutal, angry game. Whilst moving your pieces 
around the game's map of the world might be as simple as nudging a 
bishop or a rook across a chess board, the fact is that player's actions in 
Paradox Interactive's strategy opus carry weight and consequence. A 
piece on the board can represent 50,000 men, and a decision made in a 
second can mean their death. Call of Duty might let you kill people, but 
Europa Universalis lets you destroy countries. 

You're charged with taking over the world, or at the very least, cutting 
off a hefty slice of the map. As new lands are explored and conquered, so 


Release 


must at once take stock of their situation. Are the population 
happy? What does the trade situation look like? Are there any 
immediate opportunities to expand the borders of the country? 
Al of this information is available, and can be extracted from 
the various maps and menus with just a couple of clicks. 

‘The fate of your country is linked to the abilities of its ruler, 
That doesn't necessarily mean the player. Kings and queens 
will be blessed with different abilities; one will be an adept 
diplomat, another will be well suited to the art of war, while a 
celebrated monarch's heir may turn out to be as useful as a 


the playing field increases in size, The screen is littered with menus and Pobre 
icons, each with a specific function; either displaying key information, or ‘sawn three fll sequal, 
facilitating the many decisions that need to be made. Well as Euro 

At first it's overwhelming. There's a considerable barrier to entry into the petd He peat expanding outwards in terms of territory, while the next ten 


sens tas awed tutiyl. YAS could be spent building trade routes and forging 


THERES ACONSIDERABLE BARRIER TO ENTRY. zeus” Gontctinso enc on nie 
HERE LAYERED WITH COMPLEXITY AND DEPTH, "°°" ae rym ter a 


unlocked. The system has an almost RPG-like feel to it, as they 
offer different buffs and perks. 


chocolate teapot. The variable talent of the different leaders will 


Universal: guide players down different paths. One decade you might be 


game. It’s layered with complexity and depth. But there's a huge amount 
of longevity. 

You choose from a wide selection of countries, the political landscape 
shifting with the seasons. Some were pivotal during particular moments in 
history. You can control the biggest nations, or the smallest principalities. 
‘Once a time and place have been selected, the game begins, and players 


EUIV is a tough nut to crack, and a few won't make it past 
the first two or three hours, However, those that push through, 
or come with an existing understanding of Paradox's 
strategy games, will fnd a wonderful and immersive 
‘experience that’s worth the investment. 
Mike Holmes 


STEAMWORLD DIG 
NINTENDO 30S 


Genre PLATFORMER Pulbisher | Rolease 


It's part Spelunky, part Dig Dug. This title, 
released on the Nintendo 3DS eShop last 
month, caught us by surprise. It's got old 
school appeal with its mix of platforming, 
lovely design, a nice progression system 
(somewhat Metroid influenced) and a 
sweet little narrative. 

Rusty's a steambot. Now, it seems these 
steampunk-flavoured robots are the only 
thing that survived an apocalypse and 
Rusty is called out to his uncle's old mining 
digs, to find riches buried there for him. 
The deeper you dig, the more treasures 
you collect and the dangers naturally 
increase as you descend. 


IT'S OLD SCHOOL APPEAL 
WITH PLATFORMING AND 
A SWEET LITTLE STORY 


‘The basics are easy enough. You hack 
your way through layers of increasingly 
hard materials looking for minerals to sell 
(and thus level up your character and 
unlock new equipment to buy). As you do 
this the mining town on the surface grows 
‘as you uncover more and more secrets 
your uncle left behind for you. You find new 
abilities - steam punch, dil, double jump, 
and so on, There is a nice economy in 
place for using steam punch, dils and 
steam jumps, as they consume water, so 
you're faced with deciding whether you'd 
like to increase your water capacity or your 
health bar. Enemies can be avoided, dealt 
with directly or indirectly (through using the 
‘environment to your advantage or perhaps 
a stick of dynamite). The platforming takes 
some skil, especially when you've blown 
up a few too many blocks and you need to 
wall jump/double jump your way back up 
again, but it never gets frustrating. 

Its addictive stuff, Over the course of a 
weekend we continously returned for short 
bursts. While we would have loved more 
secrets and possibly even randomised 
minerals/dungeons, there is stil plenty to 
keep you busy. 

At just under ten hours of gameplay, this 
is a download title worth checking out, and 

it's a. good reminder of the sort 
treasures that are buried on 
the Nintendo SDS eShop. 
Bengt Lemne 


SAVE POINT 


ccna Be ore in-uitein 


isney Infinity 


PC PS3 XBOX 360 WIIU 30S 


Like Activision's Skylanders, Disney Infinity's pricing will be divisive. It 
stores in-game content in physical figures and plastic Discs. Chips 
hidden inside each stores anything from an entire world, a virtual avatar, 
single level or in-game item, Once dropped onto the boart-like Infinity 
Base, that piece's content is loaded up into the game, 

‘The Starter Pack gets you the retail game, Infinity Base, three figurines - 
one apiece from The Incredibles, Monsters University and Pirates of the 
Caribbean - a randomised item Disc and a three-sided Play Set. The last 
gains you access to a trio of sandbox worlds, each representing one of 
the previously mentioned franchises. 

‘The game's development studio, Avalanche Software, have pedigree. 
Responsible for the best kids’ movie tie-ins over recent years, they have 
shown that as much as Pixar don't make films just for children, neither do 
the developers make games just for kids. On both Cars 2 and Toy Story 3 
they proved you can have enjoyment and depth in titles aimed at tykes. 

So the Pirates of the Caribbean Play Set is a pint-sized Assassin's 
Creed IV, with a world of open seas, piracy and explorable islands. The 


AVALANCHE HAVE PEDIGREE. THEY'VE PROVED 
YOU CAN MAKE KIDS’ GAMES FOR EVERYBODY 


Incredibles offers training grounds for super heroes amidst a small but 
dense metropolis, filed with robots to punch. in Monsters University, 
you'll be searing and pranking rival students. The developers manage to 
nail the vibe of three very different movies and make each feel like a full 
‘experience in its own right. With a generous range of missions as well as 
challenges, there's plenty to tide you over for a while, 

But while the Play Sets are great for losing yourself in, they're only one 
of two key pillars of Disney Infinity. The other is Toy Box. 

Built into the retail disc, this is Disney's world editor, letting you buid 
your own levels using content that’s unlocked during your progress in the 
Play Sets. However accessing items within Toy Box involves playing with 
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the Infinity Vault fist; a randomised pick ‘n’ mix 
mini-game that'll select a item at random each time 
you play. It pushes you to experiment, which in itself 
isn't bad, But also hidden behind this system is the 
Creativi-Toys, programmable devices that are key to 
building your own game types. Their use can see a 
‘Toy Box level turned into a 2D platformer, or a top- 
down RPG, That should have been unlocked from 
the start, 

When you do get them, they're a puzzle to use as 
there's a lack of proper tutorials. Those few right at 
the game's start are brief; having some on offer with 
‘a quick button press for each step of Toy Box would 
have been, well, a great help. 

‘That's the main big issue with the game. There's a 
small ist of minor niggles, but the good outweighs 
those litle quibbles. Control feels great, whether on 
foot or in vehicle, and there's simple Prince of 
Persia-style mechanics to level navigation. On that 
matter, four-wheeled characters get shortest shrift, 
making travelling anywhere outside wide open 
spaces or race tracks difficult. 

We can't argue with the gameplay, but you may 
take issue with the costs. The Starter Pack sells for 
around £59.99, and continued costs are going to be 
heavy on the wallet (£29.99 for a character three- 
pack, £34.99 for a new world to play in, and two 
characters to play with). Infnity is a long-term 
investment. The initial purchase at least gives you 

plenty to play with, and with the ground 
work done, we expect Avalanche to go 
big with the rest of the Disney universe. 
Gillen McAllister 


FANCY SOME FOOTIE? (acum 
‘Along with randomised daily a 
online challenges, Legends 
comes with Kung Foot, a 2D 
footie mee yolleyball 

mutiplayer game 
brilliantly chaotic, 


Rayman Legends 


PC PS3 PS VITA WII U XBOX 360 


It wasn't supposed to be like this. We're playing Rayman Legends on 
Xbox 360, while the game was originally intended as a Wii U exclusive. 
But someone at Ubisoft got cold feet, so the game was postponed for six 
months, allowing the developers to convert the otherwise finished Wii U 
game for PS3, Xbox 360, PC and PS Vita. For that, we're grateful. 

Rayman Legends is a game of such caliber that it deserves as big an 
audience as it can possibly get. It's arguably beaten Mario in the race to 
the crown of platform king this generation - it's that good, 

You'd have to be exceptionally cold-hearted not to crack a grin from 
your first moments with Rayman Legends. The game crackles with joy 
across everything; graphics, level design, sound effects, the completely 
awesome music. Legends is very obviously a direct sequel to Rayman 
Origins from 2011, and shares many of the basic mechanics, This means 


IT'S ARGUABLY BEATEN MARIO IN THE RACE 10 
CROWN THIS GENERATIONS PLATFORMING KING 


that you chase Lums, find secret rooms, jump, run, leap, swim and float 
through a multitude of colorful worlds, while handing out smackdowns to 
the enemies in one's way (and most likely your friends too, if you're 
playing co-op). 

But Michel Ancel and his team have obviously given their imaginations 
free rein, because while Origins was fantastic, Legends is so packed with 


2 
RAYMAN ORIGINS 
Rayman's been in the game 
for eighteen years now, with 
his frst appearanoa being on 
the PSOne. His debut 20 ttle 
had a rich cartoon style to its 
suals but was tough-as 
nals - traditions that are sti 
Upheld today. The character 
Ventured into 3D adventures 
‘and even onto mobile over 
the past two decades. 
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inspiration, ideas and inventiveness that its predecessor almost 
seems monotonous by comparison. Each world has its own 
clear theme and set of mechanics that mixes things up and 
provides variation. You can argue that Origins offered the much 
tougher challenge, but Legends drowns itself in diversity. 

In Toad Story we soar on updrafts and avoid thorny foliage 
and meat-eating plants. In the fabulously named the Fiesta De 
Los Muertos, the theme is both Mexico and food, and large 
portions of the levels are made of cake. In Olympus Maximus 
the theme's ancient Greece, and here we both need to dodge 
fireballs and mischievous gods that shoot lightning at the 
players. Personal favorite though is 20,000 Lums Under The 
Sea, which blends a Jules Verne-like universe with James 
Bond atmosphere and stealth mechanics. 

The collecting of Lums and the hidden Teenies is the game's 
driving force, and the more you collect, the more things you 
unlock, New characters and costumes, tough time trial-ike 
bonus levels, scratch cards that reward you with more Lums, 
collectible creatures (providing Lums) or bonus levels from 
Rayman Origins that have been updated with the new graphic 
style. The difficulty increases at a steady pace, and if you want 

to find all the hidden rooms, levels and collectibles, 
you can expect to spend a considerable amount of 
time in the company of this fantastic title. 
Rasmus Lund-Hansen 
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ROCCAT 
KONE XTD 


GAMING MOUSE Receat’s latest design for PC gaming control 
goes under the microscope. 


‘As far as mid-priced mice go, Roccat's Kone XTD is a very decent offering. The body of the 
mouse is a good size, and the matte finish sits well against skin. Initially it felt a little on the 
bulky side, but a groove on the left allows the thumb to rest in comfort, and there's space on the 
right to rest the pinky finger too. It's comfortable underhand, solidly built, and refreshingly simple if 

you want it to be. Turning the device over reveals a compartment where weights can be added to 
suit the hand that guides it, so if more heft is preferable it's easy to achieve. The USB cable is also 
braided for increased durability. From a cursory examination it's clear that this is a well built device 
(although not suitable for left-handed gamers). 

When it comes to sensitivity, it's fully adjustable between 200 and 8200 DPI, and so will cater to a 
wide variety of different needs. Our requirements sit somewhere in the middle, and as such we were 
more than happy with its performance; it's smooth and accurate. Pro gamers with lightning reflexes 
can turn up the sensitivity, whereas those who prefer a slower cursor can adjust as desired. There's 
576KB of on-board memory for storing personal settings, and an ‘Easy-Shift[+]' feature that allows 
buttons to be allocated multiple settings should you wish to have more options close to hand. The 
mouse wheel is a particular highlight; it’s large and robust, can be tilted from left to right, and is 
comfortable to use, 

There's a 4-LED light system that looks a bit gimmicky, though through the software the colour 
scheme can be adjusted according to personal taste, Speaking of software, Roccat’s drivers are the 
best in class. There's a huge variety of options open to the user, and they're easy to access and 
navigate, Here the eight buttons on the mouse can be customised, and there are five profile slots if 
you want different settings for different types of gaming. Scroll and tilt speeds can be adjusted - in 
fact almost anything you can care to think of can be tweaked and modified here. When considered in 

its entirety, the Kone XTD is very good mouse. It's well built, feels sturdy, looks great and 
has a plethora of adjustable settings. If you're considering a new mouse, put this one 
near the top of your list. 
Mike Holmes 


OBTSOUNG” 


OOFER 
SPEAKER 


Manufacturer /\° Release Price 


Vibe's subwoofer comes with a good sell. 
It’s built as a complimentary sound device 
to flatscreen TVs that lack a good in-built 
speaker system, 

‘At 189x270x1 56mm its compact design 
can be stacked beside your TV, behind a 
couch or - as we had it during our review - 
housed inside our office entertainment unit, 
At its rear you'll find two L/R input sockets 
for linking it into both a games console and 
DVD/Blu-Ray player, a on/off switch, green 
LED light and an adjustable volume toggle. 

‘The speaker comes with red/white audio 
cables, but you'll need to root around with 
your console's supplied AV leads to set up 
the two together - most machines should 
come with the right cables. 

We tested the subwoofer on a variety of 
games, movies and TV series to put the set 
through its paces. It's definitely a matter of 
judging on a case by case basis. The box 
made little difference to a talk-heavy show 
like Parks & Recreation, and even with the 
volume lowered the bass picked up voices 
to create an off-putting rumble. However 
the box earns its space in the living room 
when blockbusters or shooters are on TV. 
The Dark Knight sounded as immense as it 
did at the cinema, while the bass punch 
when firing Covenant weapons in a Halo 
session really sold us on it. You only need 
a little volume though (getting it spot on is 

like juggling the hot and cold 
shower taps), else the bass 
overpowers everything else, 
Gillen McAllister 


A Link to the Past 


Mega Man and Dead Rising creator 
on Nintendo’s The Legend of Zelda SNES entry. 


“For me, my favourite game would still be The Legend of Zelda: A Link 
to the Past on the SNES. Playing through that, and seeing the kind of 
adventure that Mr. Miyamoto put together in that game, the kind of 
experiences that | had while playing through it, is still something that 
sticks with me to today, | really respect the work that went into that 
game. | would love to... it's still a personal challenge for me to be like 
Mr. Miyamoto, of to surpass him. | know | can't do that, but it's that 
level of respect that | have for him that stil informs the games | make 
today. So for me, the SNES Legend of Zelda is my favourite title.” 
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Link to the Past can be 
downloaded through the 
Wiis Virtual Console, or 
alternatively you can track 
down a Game Boy Advance 
and a copy of the game to 
play on the go, 


WIN! 


GAMING SUBWOOFER + HEADPHONES 


WE'VE TEAMED UP WITH AUDIO COMPANY VIBE TO GIVE AWAY A TRIO 
OF GAMING GOODS TO ONE LUCKY READER 


EE One VIBE OptiSound Gaming Subwoofer 

Got a flatscreen HDTV that's lacking some audio depth? The VIBE OptiSound 
Gaming Subwoofer is a one box plug and play upgrade that will change your 
video gaming experience, adding an extra layer of depth for games and 
movies you'd miss out on otherwise, 


One VIBE BlackDeath Over Ear Headphones 

Death By Bass... Using a huge 50mm driver and noise isolation technology, 
VIBE Audios flagship BlackDeath Over Ear headphones are built for bass, 
taking it louder and lower than any pair of headphones ever has before, VIBE 
Audio's 50mm fast response driver technology gives smooth punchy bass 
with accurate full range sound, Large driver housing covers your ears 
entirely offering excellent noise isolation and un-interrupted sound quality. 


Four pairs of VIBE Slick Zip In Ear Headphones 


} Zip cable headphones offers tangle-free storage as the headphone wire is 
\ i actually a fully functional zip, letting you completely zip the left and right 
1 i 


CF Wirt yas 
\ / \/ | \/ headphone together into a single cable for easy and convenient storage. 
4 i | : | | We're giving you four so you can share with with your friends. 


Competition details: 
One winner will get the lot. To be in with a chance to win, head over to our dedicated competition page 
on our website at www.gamereactor.co.uk/contest and follow the instructions there. 
The competition runs until IIpm GMT on September 30th, after which 
we'll pick one winner at random. 
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